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	Odůvodnění hodnocení práce:

Strengths:
· The paper deals with the language of computer games as a separate register that requires theoretical objectivation, while its genres are a matter of current debate.

Weaknesses:

· The aim of the paper seems a bit simplistic, since discovering whether some textual form contains certain rhetorical elements does not seem like a grounded aim for conducting a research. Since the paper claims to apply discourse studies approach, the focus on the role of intertextuality and puns within the discourse seems a natural purpose. 

· As the aim is not well-defined, there is a discrepancy between the theoretical and analytical parts. For example, sections 1.3.1, 1.4, 1.8 as well as lengthy descriptions of WoW quest and achievement systems seem to be redundant, while more focus on intertextuality, its types, pop-culture and gaming discourse is necessary. 

· Some sections also seem quite insufficient as they make only a paragraph, as for example, 1.1 containing a dictionary definition of discourse. 

· The paper lacks references to the theoretical sources, such as, for example, Genette’s and Kristeva’s papers without which the discussion of intertextuality is incomplete.

· The analytical part is rather descriptive, and since it is a discourse analysis paper, there should have been a focus on the sources of intertextuality and quality of puns rather than on the separate quests and achievements. 

· The analytical part is also quite incomplete, since the student failed to notice quite a number of allusions or references, as for example, in Grand Theft Palomino alone – Crusade, Death Knight, Heavenshire Stables, Palomino, Salanar. This makes some of the figures presented in the conclusions doubtful. 

	Otázky k obhajobě:

1. How does intertextuality and pop-culture references correlate? 
2. What is practical application of the results? 
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